Sweateherte! 


Get your Games Sweatshop's Workshirts| 
here! Specially printed for Games Day, 
lwe still have a few of these 100 % colton 
works of art left iq stock, 

Colours available 
fare red, light blue, 
white, cream and 
yellow. Sizes are 
either medium or 
large. Please give games workshop. 
second choice in case of your first sel- 
ection is no longer available. 

FACE’: sitwivievstetete ts! ++».£3.25 inc. p&p 


ORGANIZED CRIME 


This is a new board game 14 which play— 
ers become gangland racketeers in the 
sinister world of back stabbing and 
douidle-cross. Makes Diplomacy look 
like an afternoon tea-party! 

As reviewed in O&W 9 - £5.99 inc. p&p 
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1976 NATIONAL SCRABBLE CHAMPIONSHIP = 


| 
| 
If you are one of the thousands of Scrabble addicts spread throughout the land then you 
might be interested in entering this year's National Championship. To enter you need an 
| Official entry form and if you haven't seen any of these lying around you can get one by 
| sending an S.A.E. to Gyles Brandeth, NSC, 170 Clarence Gate Gardens, London NW1 GAR. 
"The qualifying round is a bit of a strange affair in that all you have to do is play two games 
of Scrabble between now and 31st March with whom you like and where you like so long as 
you note the date, your scores and record each move you make on the score sheet on the 
CHAINMAIL: Rules for medieval miniatures back of the entry form and get your opponent to verify it by signing the 
with fantasy supplement — £3.05 Infinity back. This completed entry form should then be returned to Gyles 
WAR OF WIZARDS: Two player game as 2ach "Reereate the Heavens andithée Earth". Brandeth together with a large S.A.E. by 31st March. All these 
fights as a mighty wizard ina Players must build tne universe from , qualifying sround scores will then be computed and the 300 contestants 
ere ges eee Creation, SBRre CUB Men aid me | Aaa aise gti wiles NT be held during May. ‘These will be held 
1 aon ; accomplishments, on to Destiny. The Ug b s ane 
STAR PROBE ea elie Be pieces are a work of art ~ £3.25 inc p&p | In Manchester, Sirmingham, Bristol, Edinburgh and London. 


The top 100 players from the five regional finals will be asked to take 
CAVALIERS & ROUNDHEADS: Rules for ECW part in the National Finals which will be held on Sunday 27th June 1976 at Quaglino's, Sury 
miniature wargaming — £1.85 


Street, London SW1. All National Finalists will be awarded a Travel Scrabble set (ooh!) 
and the top three will receive cial NSC trophies as well. 

BOOT HILL: Rules for Wild West gunfights and Hien a 

campaigns — £8.05 


i) HEIL 
EMPIRE OF THE PETAL THR : Mammoth 
fantasy game played on the same 


DUNGEON!: Simplified board version of D?.D 
— £7,.65 


torn 16th century aie where 1-5 
players try by skill and cunning to gain 
Personal riches. Set includes map, 


a SES counters = £2.35 inc. p&p | : news inside 


basis as DaibsiBox contains thres Strategic Review No. 5 although dated at = cee Ae 
. | Dec. 1975 has only just found its way as to how to ma Ss game 
caartsaamgterem om [purer arma fuses ante | | iS ciemaas hewacearacnrcisy, | mn'mre here resn 
zs a format and features amongst other CARTEL - a review by Allan Ovens. 
PANZER WARFARE: Rules for micro battles GALACTIC WAR things a report on a battle between a wea. ESS 
| of WWII — £2.45 Table top space war game in booklet. German SS Patrol and a fantasy force THE BRIGHTON TOY FAIR ~ a report 
IAs reviewed in O&W 8 ~ £1.00 inc. p&p of a 12th level EHP! on what the U.K. games manufacturers 


TRACTIC les f I miniatu . 
CTICS: Rules for WWII mi ine wargames are to release during 1976. 


Three booklets in bookcase box. Knight Games (83 Old Compton Street, 
Be) London W1) has now made part of its THE D&D SOCIETY — how you can join 
TRICOLOR: Napoleonoic rules — £3,05 { downstairs sales area into a games and how it will benefit all players. 
MULTI-SIDED DICE SETS: For D&D etc. - £1.75 |]POOR BLOODY INFANTRY eee ees Waeye you caninrelax and RAILWAY RIVALS POSTAL GAME - to 
THE STRATEGIC REVIEW; TSR's newsletter ~ 45p|-————— ee eee oe Nee Sir SY SPS DESI aE) 
r - 45p —— 2 

ic A All the items on this page are available Airing charge. Watts and run through O& W. 
All the above prices include p&p. Orders usually from: GAMES WORKSHOP Wargames Research Group's 5th edition : ae, rt of 
dispatched within 7 days. Trade enquiries welcome. ~» 15 BOLINGBROKE ROAD of their famous Ancients’ Rules is now Soe Rectang Top Rat. 

LONDON W14 out. 


EDITORIAL 


Happy bipthday"teus, “happy birthday\to us, happy birrrnrrthday dear Weasel......... «yes 
S, We ane | téday ahdijcongretulati¢ns you tolerant lot who have suffered the indignity of 


having MsW pushedth rot up letten boxes twelve times in one year. Looking back at 
i \' we ane suppnisedstinatganyDody mustered up enough enthusiasm to buy issue 2 let alone 


BSS 

fake.out as ibscription. But for /tiose-Of yeePywvhno are interested, circulation of O&W is now 
nicelyower the 200 mark and we @ke-obViously |pleased with that. This does, however, take. 
into @oASiteration a total of 80)iS$26s Pdr month sold between the following games shops: 
KnightkGames, 33 Old Compten-Street !_ondor Wile 

Just Games, 1 Lower Jamés/Street, London Wad. 

Village Games, Kingswell Shopping Centre, Hamstead, London N.W-3. 

5 Station Road, Holmfirth, Nr. Huddersfield, 

oA From the above shops is Games Centre who, for reasons best known to 
themselves, still refuse ‘to’stock O&W. Anyway, enough of that and let's hope that our second 
year of operation will be as enjoyable and rewarding as the first. 

Las 1 for articles/reviews/letters/comments etc. for O& W to preclude 
our ng forced i-monthly. This met with some response and I'd like to thank Alan 
White and Allan O or their contributions which can be read in this issue. However, we 
still need MORE, especially on the wargaming front. Has anybody played one of the three 
new Avalon Hill games to know them well enough to report on these pages? What about the 
new SPI games? I can assure you that all contridutions will be gratefully received. 

Science fiction and fantasy (SF/F) games seem to be sweeping the nation at the moment and 
even appear to be gaining respect from the staunch table top wargaming fraternity. Having 
recognised this, Minifigs have produced two ranges of figures, Mythical Earth and Sword 
and Sorcery and more recently Hinchcliffe have released a few figures under an Edgar Rice 
Burroughs heading. In the States TSR's magazine Strategic Review, which obviously 
features D&D, is much sought after and issue 5 is the first in its new glossy/bi-monthly 
format. Over here, Hartley Patterson has announced that News from Bree is to become a - 
pure SF/F wargaming zine although price unknown as yet. We always try to dedicate a page 
in O&W to D&D or its ancillaries and are in the process of gathering names and addresses 
for a U.K. D&D society (see "Letters" page 10). 

Why SF/F wargaming has caught on so quickly I'm unsure. Perhaps its because players can 
spill the blood of various imaginary monsters without feeling guilty or being called depraved 
warmongering homocidal maniacs as are many 'straight' wargamers by pathetic ignoramuses 
dotted about the country or maybe it's because, deep down, every body sometime or other 
sees themselves as Conan lopping heads off a hydra in order to rescue the half—clad blonde 
maiden whose father is offering 50,000 gold pieces for ner safe return. I don't know but its 
one that the psychologists could get their theoretical teeth into no douot. 


Brain Games, 
A notable omis 


issue I made an apr 


That's all for‘now. Bye. 


fam 

ae 

P.S. Don't forget your nominations for the 'Boxed Bore! award. 

P.P.S. For the half dozen or so left in the country who still don't know, Owl & Weasel is 

Games Workshop's monthly bag of tricks vaguely related to the topic of games. How it 
survives is a mystery to all and especially its producers who are Ian Livingstone and 

the cnome of Brighton himself Steve Jackson. 

P.P.P.S. Mick Bullock (14 Nursery Avenue, Halifax, Yorkshire, HX3 5SZ), the sad case 

of a Liverpool supporter and editor of that well respected Diplomacy zine '1901 and All That! 

has started a waiting list for postal Election (and also Railway Rivals.....Hey Mick, you 

handle J and we'll run D). For more details and a free copy of his zine, send large S.A.E. 

P.P.P.P.S. Don Turnbull (5 Greenlands, Red Cross Lane, Cambridge CB2 2QY) editor of 


the now deceased and much missed wargaming magazine ALBION, still has a few copies of 
issues 48, 49 and 50 left for sale at the cost of 25p each plus postage. 
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CARTEL 


This is an intriguing American stock market game with a difference. The manufacturers are 
Gamut of Games and it retails in the U. K. for £3.75. 

The box is nicely decorated with a picture of the game in play and one or two accessories such 
as the odd apple, piece of cheese and two glasses containing what looks like gin and tonic! The 
publishers, no doubt aware of the Trades Description Act, have taken steps to indicate these 
items are not contained within the box (surprise, surprise). Under the lid is the inevitable 
board and various paper and plastic playing aids such as stock, bonds, money, company cards 
and Cartel markers. The stock, bonds and money have to be peeled off in the same fashion as 
writing paper off a pad. Although at first a little annoyed with this obvious economy measure 
which didn't seem up to the standard (albeit sometimes poor) of British boxed games, once all 
the pieces of paper had been separated, it seemed only a minor point to worry about. Ina 
similar fashion the company cards are printed on a large perforated sheet and the Cartel 
markers have to be separated from a central plastic stem a la Airfix. 

The board is divided into squares, each one designating a company which nas a corresponding 
company card. The artwork and design of these companies is quite delightful and a lot of 

time and effort must have been spent on this aspect of the game. The 4 corners of the board 
each represent a Cartel and contain spaces for stock, bonds, company cards anda scale of 
profit against stock value. 

Two, three or four people may play Cartel. The game is 10 turns long ( approximately 70 
mins. ) and all players start with a cheap company ( $1 0,000,000! ) and a bank note of the 
same value. From this meagre start one is expected to amass huge profits and the player 
whose Cartel is worth most at the end wins, a 

Play is rapid and never boring. Each player has a hand, which he shows to no one else unless 
it is to his advantage, in which he holds three company cards which he can buy outright. Each 
turn one has three options; to buy a company from one's hand, to put up for auction a company 
from the public pool, or to pass, in which two cards from one's hand are exchanged with the 
pack. 

The real fascination lies in the whéeling and dealing necessary to find money to pay for 
companies which are desperately needed to increase stock value. Payment can be made in 3 
ways; by cash, by borrowing half the value from the bank (repayment at a horrible rate of 
interest at the end of the game) or by cashing one's own stock. This stock is the key to the 
whole game. Its value is tied to the profits made by the companies owned. It starts as a mere 
$.10,000,000 and can progress as high as $400,000,000. Each player has 9 blocks of stock 

at the start and nail biting decisions have to be made as to when can one sell stock. If one sells 
when it is worth little but one desperately needs the money to buy companies to increase your 
stock value, one finds the stock value increased but little stock left to benifit from this rise 

in value. Some real chicken and egg problems present themselves. 

I pride myself (probably falsely) on being of reasonable intelligence and having the ability to 
pick up a new game strategy pretty quickly. Imagine my surprise then when on playing the 
first game I finished in rock bottom place with $325,000,000, just half that made by the winnen 
and I thought I had been doing well. A similar experience happened in the second game when I 
managed to finish second with $615,000,000. From that start I have since played approximately 
15 times and in each successive gamé I have increased my final total. The last game I finished 
with $2,236,000,000, an amazing total when J think of niy first attempt. Everybody I've played 
against has lavished praise on this outwardly undistinguished game. It has a kind of addiction 
and it is difficult to finish one game without immediately wanting to start another and do better, 
Areal winner here, and certainly worth buying by most games players. 

One interesting final observation, I do not know enough of the real financial world to say that 
a company worth $10,000,000 would make $1-2,000,000 profit after tax, or a company worth 
$250,000, 000 would make $30,000,000 profits after tax. But if this is the case, playing Cartel 
makes one realise just how easy it is to amass a fortune. Anybody lend me $10,000,000? 
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Obscure Games- TOP RAT 


tals 
Somewhere in eae attioy\ every games collector has one or two games that 

for some, veason or other\were never made generally available. More often than not, the 

reason was a very goodsone occasionally a real gem is found which becomes a prize 

collector's pieces In this e first in a series of articles, the Weasel exposes 

TOP RA, | ‘an ingenious little ERA GAM evo 


The Mancholter Evening News: cased to (and probably still has) the largest advertis— 
nent section of any of theBritish) dailies. It had always been their tradition to send 
out a bottle of whiskey-at Christmas to all their major advertisers. Every Christmas, 
that’ was, until 1972, when some bright spark at an advertising agency they used hit on 
the idea of producing a-game to send out instead. The Evening News liked the plan, and 
the result was "Top Rat', a light-hearted look at the internal business jungle of a 
fictitious company, in which the aim was to grapple your way up the promotional ladder 
from Executive to Managing Director, or Top Rate 

The game was invented by Richard Johnson and in spite of a couple of minor draw- 
backs in the rules making the optimal winning strategy rather less competitive than was 
intended, the ideas behind the game were first-rate. Each players starts as an Execu- 
tive at the foot of the manageriol ladder and through collecting Work, Political and 
Survival Credits, he must gain promotion to Manager, General Manager and Director, be- 
fore finally taking his place on the Top Rat's throne. However, as there are only three 
vacancies for each position above the Executives, competition is fierce. 

There are two boards used in the game. The first, an "Organogram" displays the var 
ious positions (Executive, Manager, etc.) and the Credit totals in each of the three 
categories needed to "buy! promotion to each position. The second is a "Decision Tri- 
angle" upon which most of the turn—to-turn 
Play takes place. It is the idea behind 
this Decision Triangle that makes the game 
- it is a tidy little device which gives 
great scope to strategy. 

The Decision Triangle is divided into 
64 smaller triangles and from every one of 
these, a straight line can be traved to 
each of the three sides of the board, to 
obtain a score for Work, Political and 
Survival Credits (see diagram). Each 


turn, a player throws a special dice enab- a 
ling him to move either right/left or LS 5 
up/dowm. After moving his playing piece ~ > 


accordingly, he then collects his Credit on 
scores. For example, position A in the gz 4 
diagram would give a player 5 Work, 1 Pol- 


ZX /\ 
ition? and 1 Saceivat Credits. In addition 1 AV AVAVAVAVAV A 
some heavily outlined points on the board L\A\/\ L/\/WALNZ 0 


are ‘chance card’ triangles, and these us— 
ually give a player an option to gamble for 
further Credits. 0 ] 2 3 4 : é 7 

The cut-throat aspect comes in during Survival Credits 
fights for promotion, when a player can demote a rival if his piece on the Decision 
Triangle is claiming more Political Credits than his opponent's is claiming Survival 
Credits. This ties the two boards in very nicely. However, it does mean that there is a 
tendency for players simply to accumulate Credits until they have enough to race right 
through to Top Rat position. 

Sadly, the epitaph to Top Rat is an unfortunate tale for games collectors. The 
Evening News director responsible for the games was replaced by another who regarded 
them as an idiotic waste of time and ordered several hundred copies destroyed. As only 
2000 copies were printed, this leaves very few still in circulation. If you ever hear 
of a copy, try to get hold of it. Once you've invented your own rules to prohibit the 
amassing of Credits, it's an excellent game. 


+H SJ ++ 


RAILWAY RIVALS (postal rules) 


Most of you will be well aware of David Watts's Railway Rivals games as they were until 
recently for sale through O&W and were reviewed in issue 6. In case you are new to these 
pages perhaps we should explain that Railway Rivals is probably the cheapest privately 
produced game around costing a mere 42p yet providing lots of fun and excitement for all 
the players. The game comes in kit form which comprises of several hex sheets, rules 
and colouring instructions for rivers and mountains etc. to forma map of a geographical 
area. Players then mark their own railways on this map; the amount they build being 
controlled by a die. Once lines have been built between towns players then compete to 
carry traffic, the earnings from which may be used to Finance extensions, either to shorten 
their existing routes or to invade opponent's territories and steal their traffic. 

Well, David has very kindly offered to run a postal game of Railway Rivals through the 
pages of O&W details of which are: 


1. Game fee 30p made payable to Games Workshop please. 
2. Entries to be sent to the magazine editor. 
3. Gamesmaster - David Watts, 32 Eastleigh Drive, Milford Haven, Dyfed SA73 2LY. 
Moves to be sent to the gamesmaster for him to report tothe editor in good time for 
the next issue (deadline will probably be the Sth of each month). 
Prize for winner — any one RR kit. 
Standard RR rules used, with following amendments: a. Building Stage:— 
(i) Gamesmaster gives each player his starting town. 
(iit) At each turn, GM gives the next 3 die throws - same for each player to speed 
things up (no throws of 1). 
(iii) Players may, if they wish, indulge in Diplomacy-type negociations. 
(iv) Payments to rivals for use of same hexagon are reduced to 2 per half hexagon 
(plus 1 for the junction). 
(v) Players send in their 3 moves to the GM who then calculates all moves and 
accounts (who is first to each hex etc). 


BK 


ou 


b. Operating Stage:— 
(i) GM sends out 3 revenue runs i.e. 6 towns in pairs, one from each zone (each 
set of 6 towns includes 1 whose key number starts with each digit). 
(ii) Each player may undertake to take part in not more than 2 of each 3 runs. 
(iii) Actual racing is done by GM; results the following issue. 
(iv) At the end of each set of 3 runs, every player may build across 8 hexagons 
(could cost more than 8 units, with mountains, junctions etc). These builds are 
sent in as soon as the results of the three runs are known, together with bids 
for the next revenue runs. 
(v) Winning totals will be 200 revenue points. 
7. Proposed stating game: D (New York to Chicago) 
8. Number of players: 4 - 6. 
9. Expected length of game: Building stage, about 7 issues. Operating stage, about 6 issues. 
10. Sample of player's first 3 moves (4,6,3): 
1a. (4) Philadelphia - Ag. 
1b. (6) A10 - Baltimore — K8. 
1c. (8) A9 - C8 - C7. 


I hope that covers everything and the first game can get under way in the near future. Please 
support this by sending in your entries to US as soon as possible for David has gone to a lot 
of trouble to organise this. We only need 4 players to get the game under way. If you are 
interested in playing but don't happen to have kit D, then send your 42p to David at the above 
address, he'll send it by return post, and in the meantime send your entry fee to us. 

If for some reason or another you are not happy about kit D let us know and we will change 

it to something else say kit J (Mersey and Humber) if you prefer home territory. 


++1L4++ 
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THES 


The Sititish ti ne 
in Bnighton with the bulk of it ‘being situated in the Metropole Hotel. Running about between 
buildings to 36% variqusysxibits isnot everybody's idea of fun and it is probably for this 
reason/that A | year and subsequent years, B.I.T.F. is to be held at the new National 
Exhidition s yh 

‘Steve and I ti 
mangfacturer. ‘ore! Foh-tnerr 
RasS2Siwe strode confidently. throughthe mass of enquiring toy shop owners towards our 
fingt destination, the Philmar stand) Philmar, although manufacturers of some excellent 
games notably Diplomacy, Epaminondas and Kingmaxer, could never be accused of being 
exactly dynamic with their approach to marketing, packaging and distribution. Their old 
fashioned boxes leave a lot to be desired and I would have thought that for future releases 
they might be inspined by the recent success of the relative rew comers Intellect and Lazy 
Days, Philmar are about to release two very clever abstract games Guerilla and Stepping 
Stones th of which could be packaged ina small, colourful bookcase box to compete 

with, say, Cul-de-Sac of Lazy Days and, say, Thoughtwave from Intellect. But no, the 
boxes are dull and boring as is the design of the contents and these two games will 

prot ly disappear into obscurity without ever having gained the recognition they deserve, 
So, although you might have passed these games by on the shélves as and when they appean 
do give them a closer look as you will not be disappointed with the games themselves. 

Next we had a look at what Waddingtons had to offer and they told us that they were about 
to release two new games. The First is entitled SWINDLE which retailsat £3.95 andisa 
"spoof" game based on dubious "antique" dealing. The object of the game is to get rid of 
all your "antiques", some of which are genuine, the rest downright swindles. You can 
either get rid on a rich and unknowing tourist or trade ia "Mugs' Market". If all fails 
there is always the friendly pawnbroker who is usually open to a shady deal but you must”: 
be aware of the lurking Judge who is ready to dipence instant justice. Their other game 

is called LOSE YOUR SHIRT which will retail at £4.95 and is basically a betting and 
bluffing card game based on horse racing although you get starting stalls, felt race-track, 
cards, money and six horses inside the box. Both these games have their accent on fun 
rather than direct compstition and this seems to be Waddingtons! theme for 1976. 

We then passed to the Lazy Days stand and apart from their having to rename their Super 
Sale game to the Shopping Game for legal reasons and producing another children's game 
entitled Junior Police 5, nothing much new is to come out of their melting pot in the 
immediate future. This is due to the success of their original games and especially Cul- 
de- Sac (see O.&W, 12 ) with their having to work flat out to keep up with the demand. 
After that we visited Intellect who have an awful lot planned for 1976. Immediately rel- 
eased are PICKWICK and SHOULDER TO SHOULDER. Pickwick retailing at £4.95, is 

a gambling game which Intellect hope will rival backgammon in popularity and addiction. 

It combines both skill and chance in a race around the board accumulating betting chips. 
Shoulder to Shoulder, retailing at £2.45, is a game for 2-3 players and uses a hexagonal 
shaped board. Each player starts with 12 pieces of one colour spread around the board 

and the object, quite simply, is to bring them all together in a simple cluster. Quite a 
neat little game as your opponents are out to do the same and so you have to be careful 
that you are not blocked or out flanked in your attempts to close ranks. 

Perhaps the most significant change in Intellect's policy is their decision to break into the 
mass: market with a range entitled Brief Encounter games. This is a range of six games 
namely CYPHER, EGGHEAD, QUITS, OMALI, SPECTRUM and WORDCROSS and as the 
title would suggest, these are quick to play lasting a maximum of thirty minutes and are 
very attractively priced at £1.65 each. Intellect here have certainly taken a leaf out of 
Lazy Days! book from the packaging and merchandising point of view using the same small . 
colourful s0okcase box and providing self standing display units to aid sales in the shops, 
Bit of a cheat really but you can't blame them for employing successful marketing tactics 
can you? As for the games themselves I'm unable to comment as we have not played them 
yet Save for Qmali which is only Mancala, Wari or call it what you like. 
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tion for 1976. Sporting our authoritative press 


sinyBirminghams |. \ 
x ions" Sst January, to try and find out what the British games ‘ 


Finally, to coincide with the launch next winter of the film of Richard Adam's novel Watership 
Down, Intellect are launching a family board game based on the story. Retailing at £4.45 the 
game will revolve around the comradeship of Hazel, Fiver and Bigwig and their fellow rabbits 
in a quest to establish a new warren. How it is played I have no idea and one can only assume 
that the object is for the poor little bunny rabbits to live happily ever after. 

Next we visited the Aladdin stand. Following a successful year which saw the launch of 
Tripples and later the addition of five other abstract games, Aladdin are launching four new 
games for 1976. These are CROSS PURPOSES, COURIER, UP & ADD'EM and PER PLEXUS. 
Again abstract they will retail at £3.99, £2.99, £3.99, and £3.49 respectively and of these 

Per Plexus at first glance appears to be the one most likely to appeal to the enthusiast. 
Players must make both offensive and defensive moves in quick succession. The 'board!' 
consists of six sliding columns which can be moved from right to left and players must end- 
evour to build up a row of 5 of their own stones whilst movement of the columns blocks their 
progress. 

On now to the Omnia stand where they announced the launch of yet another game based on a 
popular T.V. programme. This one is THE SWEENEY and joins Space:1999 and Crossroads 
as games which, in my opinion,are designed as an alternative for the mindless morons who 
would be watching these programmes anyway. I'm sorry Omnia, I'm not impressed with your 
desire to get fat on the spin off of Thames T.V. at its worst especially when your slogan is 
"Games for people with minds of their own." 

The above companies were the only ones there justifying our spending a reasonable amount 
of time at. On a general drift around there were only a few other things that caught our eyes. 
WORDPOWER from Harrison Jeavous (who?) is a game similar to Master Mind only substit- 
uting letters for colours. Consisting of letter tablets, frames, board and indicators it will 
retail at £2.50 and will probably become quite popular. Dacoll games have produced a game 
entitled GOTCHER which uses an electronic number selector as part of its equipment. This 
supplements Traisa 15 which is a compendium of 16 different games all using this electronic 
number selector. A bit gimmiky but nevertheless a novel idea although boredom is bound to 
creep in after a few uses, Whittlecraft are to release in March their first theme game, the 
Stirling Moss RALLY. Although a dice game there are a number of decisions to be made by 
players both during the pre-race preparations and the actual race which make it slightly 
better than the average family game but not really one for the enthusiast. 

All in all we were a bit disappointed. Lots of new abstract games coming onto the market 
with hardly any new theme games. I hope this is not indicative of the future for I, for one, 
much prefer theme games to abstract games. Surely the abstract games market has been 
well saturated by now. Oh well, we can only hope that next year's new venue will also 
coincide with new theme games from the manufacturers. Bye, bye Brighton...... 
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REST 


at the LITTLE THEATRE CLUB 
10/16 UPPER ST. MARTINS LANE 
LONDON W.C.2. (tel. 01 -2 40-0860) 


HELP! 
Has anybody got a copy of Waddingtons' 
ASTRON that they want to get rid of? 
If so, please write to Gerald Lawrence 
stating condition and price. 

Address; 13 Pierrepoint Road, Acton, 


London W.3. 
so Presents 


ACCOMMODATION 


a new play by Melville Lovatt and directed 
by Kendall Johns. 
MAR. 23rd -APR. 3rd (not Sun ) at 6.00pm 


HELP! 
Who wants to buy. my mint condition 
copy of SCHWEINFURT (Cranwell 
House) for only £2.50 inc. ptp? 
Write to Ian Livingstone c/o Games 
Workshop, 15, Bolingbroke Road, 
London ,w14. 


Admission 65p (inc. membership) 


AF 


As a game yF : e but it’ ‘eaptainty is not an historical simulation and I think it 
jaul ‘to become one. This would obviously make it a new and 

es andichanges that can be made to the existing game that 
taltering the balance or flavour of it. 

8, minefields are given an important place. But 
theretis nO F Provis Zao, minefields can be introduced by simply 
borrowing the fortift lia Battle of the Bulge: any unit can construct a 
minefield’ or lany one Blea sobeiBel ‘by Pemaining stationary for one complete turn and 
providing it is not within 2°héxeS-of an éhemy unit (I have amended this slightly to ; not 
within an enemy Zone of Control, which allows a minefield to be constructed around a 
Fortress); this doubles the defence factor of any units stacked on it; minefields we rem- 
oved when not occupied by a unit at the end of the owning player's turn or if the occupying 
unit is eliminated on retreated. 

Books also stress the generally poor fighting qualities of the Axis Italian troops-not entirely 
due to the mens! low fighting spirit, as there were some notably courageous units; but the 
poor logistics and moiility of the Italian army played a greater part. Therefore the Rommel 
bonus should only be applied to the German units. 

The TOBRUK fortress was about 30 miles by about 10 miles deep, so this means that on the 
A.K. mapboard, with a hex scale of about 10 miles, the fortress perimeter should enclose 
at least 3 hexes. To make the fortress-on the mapboard to conform to this, the hex contain- 
ing TOBRUK and the three surrounding hexes should be considered as FORTRESS hexes. 
Zones of Control do not apply within the Fortress hexes (i.e. opposing units adjacent, do 
not have to attack). Units within the fortress, attacked by enemy units on adjacent Fortress 
hexes, solely or in combination with enemy units on adjacent NON FORTRESS hexes, do 
not have thier defence factor tripled. 

To make combat more realistic I suggest the use of A.Hs BLITZKRIEG Combat Results 
Table (the Tournament Game). This prevents every attack by the Axis player being a 
traumatic experience as ne risks exchanging off his 7-7-1Ounits almost every time. Also 
the British player, with tne existing C.R.T. is pretty well precluded from indulging in 
attacks like: Brevity, Battleaxe and Crusader. Using the BLITZKIEG C.R.T. with its factor 
reduction, at least the British side can make counter attacks and wear down the Axis 
strength. Also the Axis player can make breakthrough attacks and emulate Rommel's "dash 
to the wire", which, with the existing C.R.T. again, this is not on; unless the British player 
leaves a gap in his defences, 

It is easy to make up substitute counters for this type of C.R.T.,S.P.I.(U.K.) or Michael's 
Models sell sets of blank counters. Seeing as a lot of the British units are 1-1's, they will 
not require any. The units with a different ATTACK and DEFENCE Combat factor(e.g. Italian 
2-3-4units) are reduced to 0-1-4 as their smallest value. Factor reduction being done by 
attack factors. This, of course, means that units reduced this far, still have some defence 
value although they can no longer attack, and if forced to do so by the rules they are elimin- 
ated automatically. 

There is another factor in the game which I think should be changed, and that is the supply 
rules, At present the Axis supply is somewhat all or nothing and a player concentrates on 
getting the most out of a Supply wagon rather than attacking with smaller forces at what 
would be a more advantageous turn in the long run. 

Unfortunately, I have not the expertise to work out a decent system. Perhaps if someone 
more experienced is interested enough, he could work something out on the following lines: 
1. Supply is brought on as factors: 1 supply factor=1attack combat factor. 

2. Some sort of table to give the supply factors available each turn for each side. 

8. The Supply Wagons can "transport" say 3 supply factors and can pick up and unload to the 
maximum of their movement rate(i.e.a supply wagon could pick up 3 factors at Home Base- 
move 3 hexes to hex "X" deposit the factors- move back to Home Base and pick up 3 more 
factors, making 6 movement points- move back to hex "X" and deposit the second load making 


9 movement points and tnen move one hex back towards Home Base to complete a full 10 hex 
DSasic movement rate). 


would re: 
_ differentigame . 2 ik ears 
“will make it modre_nealistic wit 
Idhany-book about 


A. No stacking limit for Supply factors, and they do not count towards stacking limits 


with other units. 


5. Supply factors have no movement rate and must be transported by Supply Wagons. 
Perhaps also a rule, allowing Supply factors to be "captured" by the opposing player and 
another enabling the owning player to destroy them if he wants to prevent them being "capt~ 
ured", could be added to add another facet to the game. 

I hope these ideas will give A.K. owners some interest and they will try some or all of them. 


+4+Alan White++ 


LETTERS 


Dear O&W, 


I have had an opportunity to read all your 
back numbers at last, and I should draw 
your attention to some misleading inform- 
ation about Patents and Copyright which 
you published in issue 3 in a letter from 
Tom Hockney. 

First of all, it is perfectly safe for any 
inventor to publish his invention after 
obtaining a provisional patent. The only 
danger that might arise would be in the case 
where the inventor had not properly des— 
cribed his invention in his provisional 
specification. For that reason, use your 
brains to maixe sure that your provisional 
specification is as wide as possidle, or 
else use your money and get a patent agent 
to draw it up for you. The law is that your 
complete specification, if fairly based on 
the provisional, takes the date of the pro- 
visional. No disclosure of the contents of 
the provisional specification will lead to 
danger. 

Secondly, there is no need to file or reg- 
ister Copyright at Stationers' Hall. What- 
ever you draw that is your own work, and 
not copied, you have copyright in it auto— 
matically. To prove it, you may want a 
witness, and the Stationers!’ Hall may be 
convenient, but equally you could execute 
a Statutory Declaration before any solicitor 
who would charge you £1; or you could 
deposit a copy of the material at your bank 
making a note of the date. Or you could 
get a couple of friends to sign and date a 
neat copy of your drawing, and make sure 
they don't die or leave the country before 
the trial! 


Yours sincerely, 
Tim Ward 


+H Thanks Tim for putting the record 
straight. Getting one's copyright organised 


is not such a frightening prospect after all 
thank goodness. TL++ 


Dear O&W, 


Inventing and developing games is a long and 
slow process but I thought that your readers 
might be interested in learning how my game, 
Organized Crime, finally emerged. 

The design and development of Organized Crime 
(O/C) covered a 3% year period, during which 
time more than 30 test groups played over 800 
test games. The actual abstracting of informat- 
ion used in creating the simulation aspect of 
the game was done personally. The majority of 
data was derived from the Presidential Crime 
Commission Report on Organized Crime and 
various research and case books. The refine- 
ment process included my staff of game con- 
sultants and players, whose backgrounds in 
Law, Mathematics and Journalism were inval- 
uable. 

Our overall goal was to create the best compet— 
ative game possible without jeopardizing the 
simulation. Our other goals included making a 
game that plays in 2 hours, is always challen- 
ging, is never the same twice and most of all is 
fun to play. 

The most difficult design aspect of the game 
was writing the rules, and this process took 7 
months of steady work. In a past Owl and 
Weasel review, our rules were referred to as 
detailed. This was by design. Most games we 
have played have always left us in the position 
of making table rules in order to complete the 
game. We hope that we have avoided this prob- 
lem with a complete set of rules. It should also 
be noted that the rules make almost no mention 
of strategy. This is also by design. Because 
each game is different and the attitude of the 


- players is always changing, it seemed a poor 


policy to give strategies that are only accurate 
sometimes and not others. 

To date, we have not developed a consistent 
winning strategy, the best advice we can give 
O/C players is; always keep your boss well 
protected, keep alliances with other players as 
long as possible and try not to show or push 
whatever power you may have on other players. 
The best way to discuss strategy and rules is by 


(cont. over) 


LETTERS\(cant. from)page" 9) 


our answering) Specific questions. \Any, Owl 
& Weasel neaders who do haVe\questionss 
OF O/C ean send 
glad) tofanswer them. 


concerningiany’ asp 
them to mie afd I'M bi 
@ne final word,of Warning is never leave 
the-room While the game is in progress 
or youmight return to an awful lot of bad 
news oontebrting your well being! 


Best wishes; 

Jim Koplow 

Koplow Games, 30x 965, Hull, 
Mass. 02045, U.S.A. 


Dear O&W, 


I ama Cambridge TSR player with my own 
D&D Dungeon, and I wonder if there is 
anyone in the Bristol area who would be 
interested in playing D&D during university 
vacations? If so, would they please write 
to me. 


Yours sincerely, 
A.F. Marsden 
Fitzwilliam College, Cambridge CB3 0DG 


++Now that reminds me about what we 
suggested in issue 9 about a D&D society 
and the possibility of running sucha 
society through O&W. It certainly makes 
sense in view of all the isolated D’D 
owners around the country who are unable 
to make contact with others in their area. 
So, this is what we propose: 
(i) This society is to be free and open to 
all. 
(ii)AN society news will be issued through 
O&W, a page of which will be reserved 
each month for the society. This will 
allow members to submit their suggestions, 
recommendations, hints, ideas, thoughts, 
and criticisms of the game as it stands at 
this moment in time which will spark off 
reaction from other members and then I'd 
hope that the whole thing would snowball 
and we'd end up with some really good 
constructive criticsm and suggestions. 
Everybody would benefit as I'm sure there 
are no two people in the country who have 
interpreted D&D identically with respect 
to Dungeons! design and monster/treasure 
distribution. 
If anybody has invented their own monsters 
they should submit them, if they wish, to 
what we could call the D&D society's 
monster pool for use by other members, 


A bri2f description of the monster should be 
given to include a visual description (a drawing 
would be welcomed if you are artistically inc- 
lined), special features and details of where 
they usually inhabit. Their characteristics 
should be listed as follows:— 

Number appearing: 

Armour Class: 

Move (in inches): 

Hit dice: 

% in lair: 

Treasure type: 

Alignment: 

If you have invented any spells, potions, rings, 
magical items or tricks and traps then let us 
know and we'll print them. 

(iit) We will print a list of all the dungeon— 
masters and their addresses known to us in 
the country and also a list of players so that 
they may contact others in their locality. 
(iv) We have made up a master Dungeons & 
Dragons character sheet, photocopies of 
which can be obtained from us at a cost of 2p 
per sheet which will be deducted From your 
O&W subs, This we thought was a much 
needed item for D&D as so much time can be 
wasted at the begining of a game writing out 
strength, wisdom, intelligence etc. and then 
listing all the items of equipment purchased 
which can now be quite simply ticked off. 
These will only be sent with O&W in order to 
save on postage. 


I hope this society gets off the ground as it 
could provide us all with some invaluable 
information from a central source of ideas 
and especially for the novice. 

If you wish to apply, then please complete 
and return the application form below and 

if you don't wish to mutilate your O&W then 
send the information on a separate piece of 
paper. I hope I've covered everything and if 
not, let me know. 


IL++ 


THE D4D SOCIETY © 


I wish to become a member of The D&D Society: 
Name. ABSE. & aerny eesen 


Address. . Ge CROSSES, ANE 


I heewe/hav2 not designed my own dungeons. 


I require lO copies of the D&D character sheet. 
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Alexander the Great (2) 
Alien Space (8) 
Ancient Games Revived (10) 


Saseball Strategy (3) 

Bell & Hammer (10) 
Blacikmoor (12) 

Sox 12 (9) 

Soxed Bore Award (12) 
Srighton Toy Fair '75 (1) (2) 
British Games Scene (11) 
Burn up @) 


Chess (3) 

Christmas Games (11) 
Citicon (5) 

Cows & Bulls (2) 
Crosswords (1-4) 
Grown & Anchor (12) 
Cul-De-Sac (12) 


Diplomacy (6) (8) (9) 
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Dirty Water (4) 
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Killer (1) 
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first 12 issues 


N. Napoleonic Quads (11) 
North Sea Oil (12) 


O. Opeation Market Garden (8) 
Organized Crime (9) (12) 
Origins (11) 
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Present Arms '75 (9) 
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Red Cloud's War (5) 
Risk (6) 
Roman Circus Chariot Race (3) 


S. Salute '75 (4) 
Salute '76 (12) 
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Shiloh (8) 
Shogi (12) 
Sigma (11) 
Smog (4) 
Spoof (7) 
Stalingrad (7) 
Stradivarius (7) 


T. Table Topping (4) (5) (6) (10) 
Take the Brain (12) 
Teasers (7) 
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Worldbeater (11) 
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SUBSCRIBE 


Make sure of your monthly Weasel by taking 
out a subcription. Just send any amount of 
money over £1 (cheques/PO's made payable 
to Games Workshop) to us at the address on 
the front page. You will be credited with this 
amount and sent copies monthly until your 
credit runs out. Each issue costs 15p plus 
postage per month. 


iW 


